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THE POND: 
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pattern recognition, prediction, logic 


Skills 


directions -- up, down, left, right 


sequence 


Student Work With 


-adult 


2 


Grade Level 


2nd grade (Fry) 


Reading Level 


10-40 minutes 


Time Required 


to find order and discover patterns, improve 


1. 
perception. 


Objectives 


to gain experience in understanding the importance of 


sequence. 


2. 


to learn to use the experimentation process to 


formulate a hypothesis. 


3. 


to recognize that there may be more than one 


solution (pattern) to a problem. 


4. 


THE POND 


Program Description 


The objective of the program is for the student to help a frog jump along a 
maze of lily pads arranged ina pattern. Students can discover the pattern by 
moving the frog one lily pad at a time. However, in order to reach the 

magic lily pad at the end of the pattern, the student must be able to identify 
and type in a pattern that will make the frog jump through the pond without 
falling into the water. The pattern entered must repeat at least once for the 
frog to jump onto the magic lily pad. 


At the beginning of the program, the students have two options: (1) to 
practice or (2) to play the game. 


The options for instructions and ending are also listed. 


The Practice 


The practice option allows the student to choose any of six ponds. Each 
successive pond is a higher difficulty level. 


Level 1 -— Farmer Jane's Ponds two-step patterns. 
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Level 2 - Billy Bob's Ponds two-step patterns with distractors 
(extra lily pads in the pond make it 
harder to identify the pattern.) 
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Level 3 - The Puzzle Ponds three-step patterns. 
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Level 4 - The Lost Ponds three-step patterns with distractors. 
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THE POND 


Level 5 - The Maze Ponds four-step patterns. 
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Level 6 - The Twister Ponds four-step patterns with distractors. 
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The students choose the level they want to practice. In the first problem of 
each level, the frog starts in the upper left hand corner. After that the 
frog may appear in any corner. 


The students can move the frog within the pond using the arrow keys ( f | — or 
—>.) On the Apple II you can use the I key to go f , the K key to go —» , the 
J to go and the M key to go | . 


The following keys also work on Apple: — -+- — 


If they direct the frog off a lily pad, it splashes into the water, then climbs 
back onto the pad. A magic lily pad will be at the end of the pattern. The 
students can get the frog to jump onto the magic lily pad by discovering the 
pattern. They cannot jump the frog onto the magic pad, or onto the grass 
surrounding the pond, by using the arrow keys. 
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THE POND 


If students need help, there are two levels of help available. On the Apple, 
the 9 key will illuminate the pattern on the screen. On the Commodore, the £3 
key will illuminate the pattern. These keys are useful only in levels 2, 4, 
and 6 where the distractors may make the pattern hard to find. 


The second level of help, as shown below, will display the entire pond. This 
done with the @ key on the Apple and the f1 key on the Commodore. 


Once students know the pattern, they press the RETURN key. They then must 
select the direction and the number of moves. For example, if the frog 
started in the upper left and the pattern was down three, over four, down one, 
over three, (see the picture below), the students would move the box, using 
the greater than and less than key ( >or <), to the | and press the 
RETURN. 
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Enter your first move. 
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oe THE POND 
The computer will next ask how many moves. In the example, down 3, the 


students would move the box, to the 3 and press RETURN. The maximum number of 
moves is 5. 
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How many? Pattern: 


i 2 (3) 


The students enter the entire pattern before executing it. The process is 
repeated to enter the rest of the pattern. If students make a mistake, ERASE 
will remove the last step of the pattern. For example, if the pattern were 
Vy | 2 3 | 2, and the student selected ERASE, the pattern would become 
| 2—~ 3. 


Once the complete pattern is entered, the student will move the box to GO! and 
press RETURN. With another RETURN key, the frog will execute the pattern. If 
the pattern is incorrect and the frog jumps off the lily pad, it will land in 
the water and swim back to the starting lily pad. If the frog tries to leave 
the pond by jumping on the grass, the pattern stops and the student is asked to 
try again. If the pattern does not repeat (complete one whole sequence and start 
over), the frog will not be able to jump on the magic lily pad. 


If the pattern is correct, the frog will jump onto the magic lily pad at the 
end of the pond and a sound and a wink will signify the frog has successfully 
completed the pattern. 


After the frog has successfully or unsuccessfully executed the pattern, 
students are asked if they want the same problem again. If they select NO, 
they are asked if they would like to try another pond in the same level. If 
they again select NO, they will go back to the menu and may choose a different 
level. 


Holding the CTRL button and pressing the E key will end the activity at any 


point and send students back to the menu. 


THE POND 
Special Instructions on the Apple 


On the Apple, you can control the sound and the background. The teacher may 
access the sound control option by holding the Control key and pressing the 
"T" key at the menu when the program is first started. (This will not work 
after you have played the game. You must turn the Apple off and start over.) 
The sound can then be activated or turned off. If the teacher leaves the 
sound on, the student may turn it off or on with a Control S during the 
program. If the teacher turns it off, the Control S will not work. 


A Control B (background) will change the color of the background. The Pond 


will appear more colorful on a television or color monitor. This option is 
not recommended on a green screen monitor. 
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